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Immediate modernity is ‘liquid’ and ‘fast’, more dynamic than the ‘solid’ modernity it has supplanted. 
The transition from one to the other has brought about profound changes in all aspects of human life. 










perfect﻿ sense;﻿many﻿of﻿ the﻿ crystallized﻿ concepts,﻿ plastered﻿ for﻿ centuries,﻿ fall﻿ apart,﻿ are﻿
lost﻿ in﻿ the﻿ face﻿ of﻿ new﻿ experiences.﻿ When﻿ paraphrasing﻿ the﻿ two﻿ phrases﻿ transforming﻿
Bauman’s﻿ “Liquid﻿ Modernity”﻿ (2001)﻿ into﻿ liquid﻿ sounds﻿ and﻿ every﻿ sound﻿ is﻿ dissolved﻿
in﻿ the﻿air,﻿ from﻿the﻿Communist﻿Manifesto﻿(1988,﻿p.44)﻿by﻿Marx﻿and﻿Engels,﻿we﻿seek﻿to﻿
associate﻿this﻿concept﻿with﻿volatile﻿materiality﻿of﻿the﻿sound.﻿Martins﻿(2016,﻿p.13)﻿quotes﻿
Italian﻿ pianist﻿ Feruccio﻿ Busoni,﻿ considered﻿ pre-futuristic,﻿ in﻿ his﻿ manifesto﻿ “Rascunho”﻿
for﻿ a﻿ new﻿ aesthetic﻿ of﻿ sound﻿ art,﻿ originally﻿ published﻿ in﻿ 1977,﻿ where﻿ he﻿ describes﻿ that﻿
music﻿was﻿still﻿a﻿child,﻿when﻿compared﻿to﻿others﻿art﻿forms﻿such﻿as﻿poetry﻿and﻿sculpture,﻿
however,﻿unlike﻿the﻿older﻿sisters﻿she:
floats in the air! She does not touch the earth with her feet. She does not know the laws of gravitation. 
It is practically incorporeal. Its material is transparent. She is airborne. It is almost nature itself. 
She’s free! MARTINS. (2016, p. 13, quotes BUSONI (2012, p.77)
In﻿addition﻿to﻿the﻿physical﻿immateriality,﻿fluidity﻿and﻿lightness﻿of﻿sound,﻿the﻿concept﻿of﻿sound﻿
liquidity﻿is﻿linked﻿to﻿new﻿musical﻿aesthetics﻿and﻿the﻿way﻿in﻿which﻿hits﻿are﻿passengers.
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3. RESEARCH METHodoLoGy ANd ARTEFACT 
CENTRALITy IN dIGITAL MEdIA-ART
In﻿view﻿of﻿the﻿centrality﻿of﻿the﻿artefact,﻿research﻿based﻿on﻿artistic﻿practice﻿allows﻿itself﻿to﻿be﻿instantiated﻿
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between﻿ sound,﻿ image,﻿ space﻿ and﻿ time﻿ ”.It﻿ is﻿ understood﻿ that﻿ there﻿ were﻿ many﻿ movements,﻿







by﻿ John﻿ Cage;﻿ Pierre﻿ Shaeffer’s﻿ experiments;﻿ Murray﻿ Schafer’s﻿ Schizophonia;﻿ Nam﻿ June﻿ Paik’s﻿
pioneering﻿ audiovisual﻿ works;﻿ experimental﻿ sound﻿ animations﻿by﻿ Normam﻿ Mclaren;﻿ the﻿ “visual﻿
music”﻿of﻿Oskar﻿Fischinger’s﻿animations;﻿The﻿Intermediate﻿proposal﻿that﻿triggered﻿the﻿realization﻿

























The﻿word﻿Soundscape﻿ is﻿ a﻿neologism﻿created﻿by﻿Schafer﻿with﻿ a﻿union﻿of﻿words﻿Sound﻿and﻿
Landscape﻿-﻿Soundscape﻿-﻿A﻿soundscape,﻿according﻿to﻿Schafer,﻿is﻿any﻿field﻿of﻿acoustic﻿study.﻿“We﻿can﻿
refer﻿to﻿a﻿musical﻿composition,﻿a﻿radio﻿program﻿or﻿even﻿an﻿acoustic﻿environment﻿such﻿as﻿soundscapes.
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5. IMMERSIVE SoUNd INSTALLATIoN
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6. THE BACKyARd SoUNdS ARTIFACT
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the﻿soundscapes﻿of﻿ the﻿ tourist﻿spots﻿and﻿traditional﻿songs﻿that﻿represent﻿ the﻿region:﻿“Jequitivale”﻿
(Verono,﻿2005)﻿https://www.youtube.com/watch?v=lI314dRVBO4﻿and﻿“No﻿Jequi﻿tem﻿onha”﻿(Gonzaga﻿











Figure 1. Sensors scheme
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Figure 2. Sensor 2- As soon as the user enters the room and approaches the first track, its presence is detected by the infrared 
sensor and the video starts 5 seconds after the user approaches the first track. When positioning on the first track, the proximity 
sensor will play the first audio, which brings the sound of the Universe; the wind; the first sound that human beings hear 
(heartbeat). Cut 01, from 00:00 to 1:06.
Figure 3. Sensor 3- When viewing the command on the screen, the user should walk to the second lane. As soon as it approaches, 
Sensor 2- activates the sounds of the “Motion” audio. That represents the Heart that walks (sound of the walk), that passes through 
(rivers and seas), and crosses the ocean (My crossing Brazil / Portugal). Live the chaos of the present (life in transit: instability, 
anguish, bus, metro, travel, irritation ...) - Cut 02- from the minute 1:06 to 2:38.
Figure 4. Sensor 4- Band 4- When the screen goes black, a command appears asking the user to proceed to the third band, where 
he is invited to place a blindfold and sit down. Sensor 3 activates the “Mantra” audio. After experiencing busy sounds and at the 
end an irritating sound; the user is encouraged to disconnect from the world (from images) and meditate, reflect, be what he is: 
“essence; get out of chaos and just be a heart (mantra of the heart). Cut 03- from minute 2:06 to 2:38.
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Figure 5. Exhibition “Backyard Sounds”, Braga, 2019
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As﻿ previously﻿ explained,﻿ the﻿ artifact﻿ works﻿ from﻿ the﻿ arduino﻿ with﻿ programming﻿ in﻿ processing.﻿
Cavalcante﻿(2013,﻿p.﻿580)﻿defines﻿arduino﻿as﻿“an﻿open﻿source﻿hardware﻿platform﻿for﻿flexible﻿electronic﻿
Figure 6. Initial sketch: Magic Room. Sound installation.
Figure 7. Sketch 2: Sound installation
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Figure 8. Infrared sensors in the installation exposed at Artech in Braga, 2019. Author’s personal file.
Figure 9. Arduino Uno Rev.3-programming
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Figure 10. Exhibition at Casa José Saramago in Óbidos, at the Doctoral Retreat of the Universidade Aberta, July / 2019
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The﻿ exhibition﻿ in﻿ Almenara,﻿ had﻿ no﻿ video﻿ viewing﻿ and﻿ the﻿ whole﻿ installation﻿ was﻿ centered﻿
on﻿sounds.﻿The﻿participants﻿had﻿never﻿had﻿contact﻿with﻿sensors,﻿so﻿they﻿paid﻿more﻿attention﻿to﻿the﻿
activation﻿of﻿sounds,﻿than﻿to﻿the﻿narrative﻿presented.﻿Technology﻿was﻿new﻿to﻿everyone.





Figure 11. Exhibition at - # 18.Art-, Lisbon, October / 2019
Figure 12. Exhibition at Artech, from the 23rd to the 25th of October, Braga, 2019
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Figure 13. Exhibition at CRIAART, from the 5th of February, Almenara, 2020
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